in this medieval artillery duel. 
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IMPORTANT! 


Always be sure that the power to your 
Odyssey2 console is turned off before in- 
serting a game cartridge. This protects 
the electronic components and extends 
the life of the unit. 


OFF 


ON 





TO BEGIN: 


Bia als\-1a qi talomer-laearolel-mialcomcal-m-)(e)qelmtal=) 

Odyssey? console or intoThe Voice of 

Odyssey with the label side facing the 

alpha-numeric keyboard. SELECT GAME 
2 Turn on the power by pressing the power 

button of the console. SELECT GAME 

will appear on your TV screen. If it does 

not, press the RESET key on the alpha- 

ialulaalciaem<oyvoley-tae p 


On-screen colors may vary according to individual TV’s color 
adjustments. 


Copyright ©1982 North American Philips Consumer Electronics Corp. 
Odyssey is a trademark of the Magnavox Company. 


SMITHEREENS! 


(CAEN TED) 





1 Press 1 on the numeric section of the Odyssey? keyboard. 


ae Colum ar-\U-ulUlsia-taelucremlaner-\ Acne) me) (eR 2al-108.aallelal Mi 21¢-n ole) (on 
lezefo) i oy= 11 Mar-tW\{-1m (oN <M aN-181(210 bet lave mer-t-¢(-Melaelanle) fale nixe) alc) 
fo) dal-manvessy@ ele) oleit-lmar-telolar-les) oleate 


Yo) [ol(-1¢ Castle 


Catapult 





Action button 





ci Malou (iam at- tare merelal ice) i- (eth 
vates the soldier and cata- 
pult at the left side of your 
screen. The right hand 
control activates the cata- 
olUlnar-tacal-malelala-j(e(-me)mtal=) 
screen. 


4 Tolaunch a boulder, move 
idalou(oyyasi (ey al anlanvaelic=ret(ola) 
and release it. The longer 
NOLO RAO) (oN a ey-(e1, em ialcRr-latalcig 
the boulder will travel. 


lar-lare mere) al (ae)| 


is YoyUl(o (stg 





5 If you hit your opponent's catapult, he will move it out of 
range to make the necessary repairs. You should make the 
iaaesime)imtalicme) ©) ole) acelaliavaComialcciariia’anyZeleim eXe)anler-(celanl-iale 


6 Every time a boulder strikes your opponent's castle, a section 
of it will disappear. 





Battle 


Fi O16 000 1 1 





7 Ifa boulder strikes your opponent's soldier, he will go to the 
nearest off-screen first aid station. You can wreak unmo- 
lested devastation until he returns. 
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8 The winner of each battle receives the number of points 
scored during the battle multiplied by the number of the 
battle. 

Example: Player One scores 110 points during the third bat- 
tle. Player One receives 330 points. (110 x 3= 330) 


MMarcmexo)anl ole) -lar-leico) gael ter-l| hyar-(ole\om (alow oy-tal(omvere) com (OM tal) 
total score of the winner. The loser gets no points. 


The winner of a battle is the player who still has 
part of a castle standing. There are ten battles to 
a war. 


9 Battle scores are displayed on the screen during each battle. 
Total scores are displayed at the end of each battle. They will 
remain on the screen until one of the action buttons is de- 
pressed to start a new battle in the series. 
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The winner will celebrate with a fanfare of trumpets. The 
loser will display a white flag. 





Total score 





10 Scoring: 


j 


—s 


EACH DIRECT HIT ONACASTLE ........ 3 POINTS 
DIRECT HIT ON ASOLDIER ............. 7 POINTS 
DEMOLISHING A CATAPULT.............. 13 POINTS 


Sto) fol(-Tecw- lave mer-tcvel0]i om e-2e0 Laan em ice)anmelamsieic~1-laker-lalale)a e\=) 
destroyed until they have returned to their battle stations. 
To start a new game, press RESET and then press the key 
(oxele(=m Ul ny-xo) mc) ho) me)al-Ne)mealomtalecroe-\V7-ll(-le)(cxer-tt-lel0]pa(crals(e)a] 
settings. (The higher the number, the faster the reaction time 
ize [Ul core) 
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